Presentation outline

Load-balacing
This description of the mechanism is very high level, the "real world" implementation has to take in account many subtle details, some of them:
Each reallocation has a cost that depends on many factors
The algorithm has to be "fully distributed" (without any centralization point) and therefore without any "global vision" of the distributed system
The mechanism has to quickly react to internal (i.e. the creation of new entities) and external events (i.e. a burst of CPU or network load), without introducing oscillatory behaviors ARTÌS: parallel and distributed simulation middleware Experimental evaluation: distributed simulation environment 
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